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�Put Yourself in the Front Office� 
 
In Front Office Football, you assume the role of a professional football 
team�s general manager. During the game, you�ll make trades with 
other teams, participate in a yearly amateur draft, negotiate contracts, 
make business decisions and set game plans. 

 
Based on your decisions, the game will simulate professional football 
games and grade you based on your team�s financial and on-field 
performance. 
 
You have four primary goals within Front Office Football: 

 
• Through new stadium construction and renovation, and through 

healthy business planning, you must maximize the value of your 
football franchise. 

 
• You must set ticket prices and allocate resources in order to 

maximize profits from year to year. 
 
• You must build a strong roster of players to ensure a competitive 

team for years to come. 
 
• Your team must win as many games as possible. 
 
Your final score for each season will be adjusted by a difficulty factor 
for each franchise. Success in New England, with a brand new 
stadium and huge fan support, is a lot easier than success in 
Oakland. This difficulty factor will change each season, as economic 
and other local conditions change. 

 
The decisions you make determine the success of your team. Make 
the right decisions, and your franchise will be the envy of professional 
football. 



 

Primary Concepts 
 
This guide is intended to give people an overview of Front Office 
Football. It covers the basics of game play, explaining the major 
screens in the game and the time line. It does not go into strategy or 
list every screen. 
 
There are many elements of Front Office Football worth learning 
about. At any time during play, you can hit the F1 button to access the 
help file that�s shipped with the game. There�s an entry in the help file 
associated with every one of the game�s screens. This guide is 
partially made from these entries. You�ll also learn a lot by simply 
playing the game and experimenting with the various options. 

 
If you allow the computer to handle basic roster decisions, including 
setting the depth chart (this is the default setting), you can see how 
these decisions are made. After a while, you�ll be able to take over 
these activities yourself, and will be able to take full advantage of all 
the features offered in the game. 

 
Here are a few of the major topics you�ll want to concentrate on 
learning early on in play. 

 
The Amateur Draft 

 
The annual amateur draft lasts seven rounds, with each team allowed 
one pick in each round. There are no compensatory picks in the 
game. 

 
The order for the draft is determined by reversing the order of last 
season's standings, with the Front Office Bowl teams placed at the 
end of each round. 
 
Teams may trade their draft picks, even during the draft itself. 

 



Before the draft begins, all the draftable players go through a series 
of drills, including an intelligence test and a 40-yard dash. Scouts 
from each team converge to rate all the players eligible for the draft. 
 
You may interview up to 60 players before the draft. Your scouting 
staff will tell you whether they think the player is underrated or 
overrated. Those evaluations can greatly help you assess players. 

 
The draft can be started using two different methods. The game has a 
built-in draft class creator. This will randomly create several hundred 
players, who are then graded and assigned to the draft pool. This 
happens immediately before free agency begins, and you can look 
over the draft class and conduct interviews during free agency. 

 
Alternately, a file containing players for the draft can be imported into 
the game, with the players graded in a similar manner. You can 
create these draft files through our college football simulation sold 
separately, The College Years. These files include key player 
statistics generated within The College Years. 
 

Trading Players 
 

Aside from the amateur draft, careful trading is the best way to build a 
top-notch roster. You may offer and receive up to five players/future 
draft picks in any single trade. 
 
From time to time during the single-player version of the game, teams 
may offer you trades. These offers are often more favorable than what 
you could expect to receive from constructing offers on your own. 
 

Free Agency 
 
Every year, there are hundreds of players whose contracts have 
expired, or simply aren�t wanted any more. In Front Office Football, 
there are two stages of free agency. 
 



Early in the off-season, there�s a 12-week free agency period. The 
biggest names are available during this stage, and you�ll have to 
compete with the 31 other teams for their services. 
 
After the amateur draft, there�s a five-week free agency period. You�ll 
find yourself filling out your roster with undrafted rookies and scouring 
the list of waived players for hidden gems. 
 

Stadium Construction and Renovation 
 

Since having a new stadium is so important for maximizing revenue, 
Front Office Football provides a stage during the season when you 
may submit a plan for construction or renovation. A stadium plan may 
only be submitted prior to the free agency period that follows the 
previous season's Front Office Bowl. 

 
Increasing the percentage your team is willing to contribute to the 
project increases the chance the public will approve the deal. But that 
contribution will count against your bottom line. 

 
Having a state-of-the-art stadium is vital for earning to profits in Front 
Office Football. So you'll need to balance the short-term pain of 
paying a significant contribution against the long-term joy of larger 
profits. 

 
The public does get a little tired of constant requests for money, so 
only ask for their vote when you have a solid proposal to submit. 

 
Once submitted, your plan goes to a public vote immediately 
following the amateur draft. You'll learn whether the plan succeeded 
through an EMail message at that time. 

 
If the public has turned down your request, you are free to move your 
team to another city. You can always access a list of cities interested in 
teams, and examine economic factors. 



 
Staff Hiring 

 
In Front Office Football, you maintain a scouting staff, a head coach, an 
offensive coordinator and a defensive coordinator. Immediately after the 
Front Office Bowl, there�s a three-week staff hiring stage. You can sign 
staff members to contracts up to five years in length. 
 
Your scouts are responsible for how you see player skills. Each scout 
has his individual strengths and weaknesses. Some are very good at 
analyzing linebackers, some are better with running backs.  
 
Coordinators are responsible for developing your talent. To make the 
most out of your players, you�ll need coordinators who work well with 
your roster, especially your young players. 
 
Coaches call the shots during the games. A good coach motivates your 
team, which helps during tough games. Coaches are also rated for 
injury avoidance and play calling. 
 

Salary Negotiation 
 

When you enter salary negotiation from the player information 
screen, you�ll be all set up to respond to the player�s salary demand. 
You�re free to accept that demand, and you�re all done. The player 
will be signed, and you�ll avoid all the stresses of continued 
negotiation. 

 
Most players, however, will take a little less than they�re asking for. In 
addition, you can restructure the contract to better fit your needs. If 
you need to save money under the salary cap, for instance, you can 
offer a larger signing bonus, and stretch the contract out for another 
year while lowering the first year�s salary. 



 
The salary cap cost of a contract is the first year�s salary, plus the 
amount of the signing bonus divided by the number of years of the 
contract. For example, if you sign a player to a five-year deal at $4 
million for each season, along with a $10 million signing bonus, the 
salary cap cost for each year would be the $4 million, plus $2 million 
of the bonus assigned to each season. So he�d cost $6 million under 
the cap every year. 

 
By altering the length of the contract and the balance between the 
signing bonus and the salary, you can maneuver under the cap. Keep 
in mind that you can renegotiate contracts as well. You will often have 
to pay another signing bonus, however, in order to renegotiate. 

 
Salaries in professional football are never guaranteed. So the money 
you offer in salary three years from now may never end up in the 
player�s hands. The players know this, however, and will often insist on 
more bonus money for longer contracts. 
 
Players with more than three years of experience in the league may 
qualify for what�s known as the veteran minimum salary. If they sign a 
contract for the minimum salary for their experience level, and they 
receive a bonus of a small percentage of that salary or less each season 
(about $40,000 per season under a cap of $100 million), the salary only 
counts under the cap as costing the minimum for a player with three 
years of experience. 
 
You may also offer incentives. If a player reaches a certain statistical 
goal during the next-to-last season of his contract, it automatically voids 
the final year of his contract. Be careful, though, if there�s a large bonus 
included in his paycheck, you might find yourself with a lot of lost cap 
room if he reaches that goal. 
 



The Salary Cap 
 
How many of us remember the San Francisco team of the 1980s, where 
the third-string players could have been starters for most other teams? 
San Francisco's management was willing to pay top-tier salaries even 
for the players who didn't contribute every week. They were willing to 
earn less in order to reward the city with a top-notch team every season. 
 
With billionaire owners like Rupert Murdoch and Paul Allen entering the 
professional sports picture, that's only a taste of a future divided by the 
haves and the have-nots. In baseball, which resists a salary cap, it's 
nearly impossible for a small-revenue club to field a playoff-caliber 
team, year after year. 
 
The NFL has a tradition of understanding its fan base better than any 
other professional sport. NFL management has worked to keep its 
teams profitable and competitive in a changing financial arena. 
 
Since its inception, there have been complaints about the hundreds of 
players changing teams each season due to free agency. There have 
been inconsistent wrinkles, like the franchise and transition player 
designations, that sound more like 12th-hour compromises than logical 
solutions. But there's also a healthy balance between parity and the 
dominance of the rich. There's no incentive to field an inferior team, and 
there's very little ability for a billionaire to render his competition 
talentless. 
 
Without that salary cap, rosters would look entirely different. General 
managers would not have to decide whether a highly paid veteran was 
worth keeping, because the amount of money paid would be 
insignificant compared to the tens of millions already paid out. With the 
salary cap, every $10,000 of room means the difference between 
improving a position or sticking with an ineffective player. 
  
It also means that no matter which franchise you choose when 
beginning a game, your decisions have an enormous effect on whether 
that team succeeds or fails. You will not stay profitable or competitive for 
long if you don't have a constant hand in roster management. 



 
Because of its incredible effect on the balance of talent and on team 
finances, I don't think it would be possible to make Front Office Football 
entertaining or realistic without a salary cap. 
 
In Front Office Football, the salary cap isn't necessarily a "hard" cap. 
You can exceed the cap temporarily when the terms of your team's 
existing contracts exceed the cap prior to the season. But you will be 
penalized by losing your draft picks and you will be unable to sign new 
players or make trades if you're over the cap. 
 
The computer AI is also allowed cap freedom in that manner. For the 
most part, they will remain under the cap. 
 
Without this exception, I believe the game would be fairly frustrating. 
The NFL penalties for exceeding the cap are quite severe, and most 
teams employ a full-time cap coordinator, so a minor softening of the 
rules was in order. 
 
Understanding the salary cap figure for each player is vital in Front 
Office Football. When a new contract is signed, the cap figure is 
determined for the life of the contract. Just divide the bonus by the 
length of the contract, and add to each year's salary to determine the 
cap figure for that year. 
 
When a contract is terminated early, because the player is released, 
traded or reaches an incentive that voids the final season, the cap figure 
must be adjusted. When you acquire a player via trade, you are not 
responsible for any of his bonus. But when a player leaves your team, 
you are still responsible for the entire remaining bonus. 
 
In those cases, you take the remaining bonus and assign it to lost cap 
room for the next season. Any bonus left over for the current season 
becomes lost cap room for the current season. 
 



The cap in Front Office Football consists of only the most expensive 53 
players on your team, plus lost cap room. This allows you to keep a few 
extra players around during training camp and the exhibition season 
without affecting your cap room. 
 
There is a veteran exemption allowed for teams. If you sign a player 
with more than three years' experience to the minimum required for his 
level of experience, plus a bonus that doesn't exceed about .039% of 
the salary cap for each year of the contract ($40,000 per year with a 
salary cap of $102 million), he only counts the minimum for third-year 
players under the cap. 
 
 



The Time Line 
 

Front Office Football is a linear game. There are several stages of play 
each year, beginning with the off-season staff hiring and ending with the 
Front Office Bowl. Your first year begins with the start of pre-season 
games. Subsequent years begin with staff hiring. 
 

Staff Hiring 
 
The Staff Hiring phase runs over three simulated weeks. This is the only 
time of the year you can make contract offers to scouts or coaches. 
 
During the first week of staff hiring, you may make a proposal to build or 
renovate your stadium if your stadium is more than 15 years old. If your 
city has turned down a proposal in the past, you may submit a request 
to move your team at this time. This is the only time of the year you may 
construct stadium plans. 
 
Also during the first week of staff hiring, you can, in the single-player 
game, choose a new team to run. You will have more opportunities to 
switch teams if you�re successful as a general manager. Early on in a 
career, you might well not have any opportunities. 
 

Begin Free Agency 
 
After the third week of Staff Hiring, you are in the Begin Free Agency 
stage. This is a crucial time of the year for many reasons. 
 
Each season during this stage, you can give one of your free agent 
players the franchise designation. This automatically signs him to a one-
year contract equal to the average of the top five salaries among players 
at his position in the league, or a 20% raise, whichever is higher. 
 



You can also choose to send one of your second-year players to La 
Ligue Etrangere Solecismique. This is a developmental summer league 
that will give your player some additional experience and possibly some 
new skills. 
 
During this stage you set your ticket prices for the upcoming season. 
Making good decisions here is critical for the long-term economic 
success of your franchise. 
 
If you are importing a draft file from The College Years (sold separately), 
this stage is the time to select that file. 
 

Free Agency 
 
The Free Agency stage lasts 12 weeks. Your goal during this stage is to 
look over your roster and decide which free agents are worth pursuing. 
You can then make contract offers and compete against the 31 other 
teams for their services. During the 12 weeks of free agency, players 
decide on offers. The top players tend to decide earlier in the free 
agency stage. 
 
You may also look over the list of players in the upcoming draft. Each 
team may interview up to 60 players. Your scouts will tell you if they feel 
each player is underrated or overrated. This is your best opportunity to 
see behind the combine scores and rough skills assessments. 
 

Amateur Draft 
 
The Amateur Draft is a seven-round process. Each team takes turns 
selecting players. When you are playing the multi-player version, you 
will have the opportunity to fill out a draft preference sheet that the game 
will use to draft your players. Most multi-player leagues, however, take 
the time to draft the players one-by-one using a message board or a 
similar system moderated by the league commissioner. 
 



Late Free Agency 
 
The Late Free Agency stage lasts five weeks. It runs the same way the 
earlier free agency period runs. You have the opportunity to look over 
the free agents, make contract offers and compete against the other 
teams for their services. 
 
You may also sign your drafted rookies during this stage and later. 
Rookies are subject to the Rookie Contract Pool, so there is very little 
variation in their contracts. With rookies, you simply select from up to 
four potential contract offers. They may choose to hold out if you don�t 
offer the highest-priced and shortest contract. 
 

Training Camp 
 
The Training Camp stage offers another chance to negotiate with your 
rookie players. In addition, you may send your signed players to weight 
training. Weight training offers your players an opportunity to gain or 
lose weight during training camp. Each player and position has an ideal 
playing weight, and this process helps you make adjustments. 
 
During training camp, you fill out a practice schedule for your team. The 
choices you make here may help your team win an extra game or two 
during the season. 
 

Pre-Season 
 
Each team has four pre-season games during the five-week pre-season. 
Once pre-season begins, you are limited to 60 players on your roster, 
and only 46 may be active for a game. You can continue to sign holdout 
rookies as normal, but any offers to veteran players have a limit of one 
year. 
 
Prior to each game, you can scout your opponent, and set your depth 
chart and game plans. 
 



Regular Season 
 
Each team plays 16 games during the 17-week season. Your roster limit 
is 53, and only 46 players may be active for a game. 
 
Prior to each game, you can scout your opponent, and set your depth 
chart and game plans. 
 

Playoffs 
 
Each of the four division winners in each conference reaches the 
playoffs, along with the two best non-division-winning teams. The top 
two division-winners receive byes for the first round of the playoffs. 
 
After the wild card round, eight teams remain. The divisional playoff 
round sets up the conference championships, and the two conference 
champions play in the Front Office Bowl. 
 

End of Season 
 
After the season, you can look over the statistics and record book. No 
signings may take place. The End of Season button takes you into the 
staff hiring phase for the next year. 
 
 



The Interface 
 
Front Office Football has a simple, button and icon-driven interface. The 
set of icons at the top right of the screen bring up game control functions 
and menus. 
 
During specific stages of the game, buttons appear at the top left of the 
screen that lead to functions that advance the game through stages. 
 

 
 

The icons at the top right of the screen give you access to most of the 
functions within the game. 
 
Icons 1-5 are related to controlling the game itself. Icons 6-12 bring up 
menus that each contain several commands. Icons 13 and 14 access 
product information. 
 

1. Start New Game. Use this command to begin a new career. If the 
multi-player menu is active, this will begin a multi-player career. If 
not, this will begin a single-player career. 

 
2. Open Saved Game. Use this command to open a saved career. If 

the multi-player menu is active, this will access the multi-player 
career saved game list. If not, this will access the single-player 
career saved game list. 

 
3. Save Game. Use this command to save the current career. 

 
4. Save Game As. Use this command to save the current career 

under a new prefix. 



 
5. Delete Saved Game. Use this command to delete saved careers. If 

the multi-player menu is active, this will access the multi-player 
career saved game list. If not, this will access the single-player 
career saved game list. 

 
6. Game Options Menu. Use this command to bring up a menu 

showing commands related to global game options. 
 

7. Roster Menu. Use this command to bring up a menu showing 
commands related to managing your roster and staff. 

 
8. Game Plan Menu. Use this command to bring up a menu showing 

commands related to game plan and depth chart management. 
 

9. Simulation Menu. Use this command to bring up a menu showing 
commands related to simulating the on-field games in your career. 

 
10. EMail Access. Use this command to view the EMail Window, 

which shows communications from the league, other teams, your 
staff and your players. 

 
11. Records Menu. Use this command to bring up a menu showing 

commands related to the current league�s record book. 
 

12. Multi-Player Menu. Use this command to bring up a menu 
showing commands related to multi-player game management. 
When this menu is shown, icons 1-5 relate to multi-player games. 
When it is not shown, icons 1-5 relate to single-player games. 

 
13. Help Window. Use this command to bring up the game�s Help 

Topics. These topics are the same topics available from hitting F1 
on any active window in the game. 

 
14. About Box. Use this command to bring up the game�s product 

information window, which shows the current version of the game. 
 
 



 
 
Buttons at the top left of the screen show commands that are only 
available during certain stages of the season. These commands often 
contain functions required to advance to the next stage of the game. 
 
 



New Single-Player Career 
 
Click the Begin New Career icon at the top right of the screen. When the 
multi-player menu is not present, this will bring up the New Single-
Player Career screen. 
 

 
 

The League ID is an eight-character alpha-numeric identifier for the 
league. This ID must be unique among your Front Office Football saved 
games, and it must have exactly eight characters. 
 
The OK button, allowing you to start  a new career, will not be available 
until you enter your name and a league ID. The game will refer to you by 
your selected name throughout the career. 



 
You can select the team you want to manage in this career. When the 
game begins, you will have control of this team. 
 

New Game Options 
 
The new game options control how the game allocates players at the 
beginning of a new game. 
 
If you Begin with Complete Draft, all players will be available in the draft 
pool at the beginning of your career. You will then select players from 
the pool in a 53-round draft. Player salaries are based on the round in 
which the player was selected. 
 
If you Begin with a Preference Draft, all players are also placed in the 
draft pool. Instead of picking round-by-round, however, you use the 
preference draft sheet, and the game runs a 53-round draft using your 
preferences for your team. Player salaries are based on the round in 
which the player was selected. 
 
If you Begin without a Draft, the players are assigned to each team 
based on that information in the player file. Player salaries are also 
included in the player file. 
 

Begin Game Using Alternate Player File 
 
Most people use the player file that�s shipped with the game. However, 
you can use a player file created with the utility that comes with the 
game. That utility gives you the ability to create a player file with your 
own specific ratings for each skill. The Front Office Football community 
also produces a variety of player files. 
 
If you set this option to Yes, you will be prompted to search for your 
alternate player file. 
 



Begin Game Using Random New Player File 
 
If you set this option to Yes, the game will generate a unique player file 
with random names and player skills. This option is only available when 
you beginning a new league with a draft. 
 

Use Full X-Factor When Loading Player File 
 
The X-Factor is a randomization of player attributes at the start of a new 
career. This prevents the player file from playing the same every time 
out. Ratings for young or inexperienced players may vary as much as 50 
percent with the full X-Factor enabled. Ratings for very experienced 
players vary about 10 percent. 
 
Front Office Football generates a new universe every time you start a 
new game. Take a good young starter in real life. Most of the time, He 
will be a decent player. A good percentage of the time, he'll be 
outstanding. And some of the time, he'll be fairly mediocre. The 
established players will perform pretty much as they did in the past, but 
there will still be some variety. 
 
You'll have to rely heavily on your scouting staff to determine whether or 
not a player is worth drafting. You'll have access to your scouts from 
every screen you can make a personnel decision from. They'll know 
more than general reputation allows. 
 
This allows for a more challenging game and greater replay value. 
What's the fun of a game where you know that a certain player will be a 
huge success every time you play? Or a game where you know that a 
certain linebacker is always an undervalued superstar, so your first 
move in guaranteeing a 12-win season is acquiring him in a hugely 
unbalanced trade? 
 
That's how the X-factor brings additional realism to Front Office Football 
without sacrificing the integrity of the simulation. 
 



Include Personality Profiles and Team Chemistry 
 
You can choose to use personality profiles and team chemistry in a new 
career. With this option turned off, team chemistry will not be shown on 
the team rosters and will not affect game play. 
 
Team chemistry sets up a system where there�s a leader at each 
position group. That leader is then subject to affinities or conflicts with 
the rest of the players on your team in that group. Affinities may help 
everyone in that group perform better. Conflicts may have the opposite 
effect. 
 
In addition, some players are given a Red Flag label. They may have a 
very negative effect on team chemistry. Or they may not. It�s up to you 
to study your team�s on-field performance and make that determination 
on your own. 
 

Allow Hiring and Firing of General Managers 
 
If you set this option to Yes, you may be fired for poor performance. 
Financial performance is considered as strongly as on-field 
performance. 
 

Begin New Game with Level Economic Playing Field 
 
If you set this option to yes, most economic conditions for all cities in the 
game are set to a default level at the game's beginning. In addition, all 
pre-existing new stadium construction is eliminated, and each team has 
an identical stadium. 
 

Difficulty Level 
 
The difficulty level determines how much trouble you'll have generating 
revenue in this game. This option will affect the ease in gaining stadium 
improvements and the amount of money stadium features generate. 
The difficulty level also affects the signing of free agents, but has no 
effect on the simulated games. Main Street USA is the easiest level and 
Wall Street is the toughest. 



 
On Main Street level, scouting is significantly more accurate than on the 
other levels. For those of you used to previous versions of Front Office 
Football, you might find the scouting at this level much more familiar. 
 

OK 
 
Once you�ve made your selections, press the OK button to begin your 
new career. If you�re starting with a Preference Draft, you will be 
prompted for your preferences and then the draft will take place. If 
you�re starting with a Full Draft, the Allocation Draft screen will appear 
and you�ll be able to select players in turn. 
 
Once any drafts are complete, your career will begin with the pre-
season games in the current season specified in the player file. 
 
 



Global Options 
 

To reach the Global Options screen, enable the Global Game Options 
Menu by selecting the Options Icon (a list with a check mark), then click 
on the Edit Global Options line. 
 
These settings can be changed at any time, and apply to all careers 
when changed. 
 

 
 

When you first install Front Office Football, most of these settings 
default to Yes. This allows you to immerse yourself in the game slowly, 
gradually taking over for the computer AI as you learn the game. 
 



IMPORTANT: There are two sets of Global Game Options. 
 
There are multi-player settings and single-player settings. They differ 
when you're playing the single-player version of Front Office Football or 
the multi-player version. If you have the Multi-Player Menu window 
open, you will be presented with multi-player game options. 
 
When playing the multi-player version, only the commissioner's settings 
for coaching, scouting and staff signing are used with the league. 
Participants may change these values, but they will not apply to the 
commissioner's simulation. 
 
The values for hiding results, adding formation information to the game 
logs and saving game plan information upon export can be set by 
individual participants. 
 

Hide Results on Schedule Overview Windows 
 
If you choose to hide results on the schedule overview windows, you will 
not see team records and game results on the simulation windows. This 
is especially useful if you like the suspense of watching your team's 
games in Solevision. 
 

Coach Resets Depth Chart Prior to Each Game 
 
If you choose to have your coach reset your depth chart prior to each 
game, your depth charts will be automatically changed immediately 
before games involving your team. This will remove any settings you've 
made on your own. 
 

Coach Resets Game Plan Prior to Each Game 
 
If you choose to have your coach reset your game plan prior to each 
game, your game plan will be automatically changed immediately before 
games involving your team. This will remove any settings you've made 
on your own. Front Office Football tailors your game plans to your 
upcoming opponent�s strengths and weaknesses. 
 



Scouts Automatically Sign Players to Fill Roster 
 
If you choose to have your scout automatically sign players, your roster 
will be periodically adjusted during the year. This will include contract 
renegotiations, but the scouts will not attempt to sign major free agents. 
This includes making minor signings and placing players on injured 
reserve to fill your roster during the season. 
 

Staff Handles Signing of Drafted Rookies 
 
If you choose to have your staff handle the signing of drafted rookies, 
they will make offers to the players you draft automatically. There's still 
the risk of a rookie holdout, and you still need to make sure you leave 
enough cap room for each offer. 

 
Add Formation Information to Game Logs 

 
If you choose to add formation information to game logs, then the game 
will include formations and defensive setups when displaying game 
logs. This option can be set at any time, as this information is saved 
regardless of this setting. 
 

Save Game Plan and Depth Chart Progress on Export 
 
This setting is available only with the multi-player options. 
 
If you choose to save the game plan and depth chart progress on 
export, this information will be kept current when you export a file to 
send to the commissioner of your multi-player league. 
 
Keep this choice as Yes unless you frequently change your mind about 
game planning decisions and keep a large set of game plans saved. 
Depth chart information is included in the updates you receive from your 
commissioner, but game plan information is not kept up to date. That is 
only stored on your computer. 
 
All other multi-player decisions, like contract offers, are not saved 
regardless of this setting. 



 
Simulation Settings 

 
The cap increase range is in hundreds of thousands of dollars. It 
controls the limit the salary cap can increase, per year. These settings 
control the annual increase in the salary cap with each new television 
contract. 
 
The injury setting ranges from 0 to 200. A setting of zero eliminates 
injuries. A setting of 100 is the default, and provides the most 
entertaining game play. The 200 setting is designed to closely match 
real life injury rates in the NFL. 
 
Be careful, as this may well be a frustrating injury level. Keep in mind 
that many NFL teams wind up with a dozen players on injured reserve 
by the end of a season. 
 

 



Team Rosters 
 
To reach your Team Roster screen, enable the Roster Commands 
Menu by selecting the Roster icon (a clipboard with four colored 
rectangles), then click on the View Rosters line. 
 

 
 
This is the base screen from which you'll do most of your work 
assembling a quality roster. 
 
Pay attention to the icons next to a player's name. During the off-
season, these are used to indicate unsigned players or unrestricted free 



agents. In either case, you'll need to conduct negotiations in order to 
retain these players for the upcoming season. 
 
The following icon/color combinations are used with rosters in the game: 
 

• Light Red: Quarterbacks 
• Dark Red: Running backs and fullbacks 
• Purple: Wide receivers and tight ends 
• Medium Blue: Guards and centers 
• Light Blue: Tackles 
• Black: Kickers and punters 
• Dark Blue: Defensive linemen 
• Gold: Linebackers 
• Dark Green: Cornerbacks 
• Medium Green: Safeties 

 
• White Block on color field: Unrestricted free agent. Other teams 

may sign this player. 
• Black Block on color field: Unsigned, but not enough service to 

become a free agent. You still have rights to this player, but he 
remains unsigned. At the beginning of training camp, he will 
become a free agent if unsigned. 

• The Red Cross (no color field): On injured reserve. This player is 
injured, and not eligible to return to active duty until next season. 

• A Red Cross on a color field: Injured. This player is still active, but 
may not be able to play because of an injury. You should 
determine the severity of the injury and decide whether the player 
should go on injured reserve. 

• A Blue Shield: Suspended for off-field conduct. This player has 
been suspended by the league, and may not return to action the 
rest of the season. He does not count against the 46-player active 
limit. 

• An Exclamation Point: The player is holding out for a better 
contract. 

 



• Players highlighted in green are inactive members of the roster, 
and do not count toward the in-season limit of 46 active players. 
You may have up to 60 players on the roster up until the end of the 
exhibition season. During the season, you're limited to 53 players 
on the roster. 

 
• Players highlighted in blue are suspended. 

 
• Players highlighted in red are active members of the roster, but are 

too injured to consider playing. 
 

• Players highlighted in brown are on injured reserve. 
 
To save time, you may right-click on any entry to toggle a player on your 
roster between active and inactive status. 
 
You can left-click on any player entry in the list to bring up his player 
information card. 
 



Positional Requirements 
 
Before adjusting your depth charts, you need to have a minimum 
number of players at each position. The minimums for each position are 
as follows: 
 

• Quarterback: 3 
• Running Back: 2 
• Fullback: 0 
• Tight End: 2 
• Wide Receiver (Flankers and Split Ends): 4 
• Center: 1 
• Offensive Guard: 2 
• Offensive Tackle: 2 
• Punter: 1 
• Kicker: 1 
• Defensive End: 2 
• Defensive Tackle: 2 (1 if you play a 3-4 defense) 
• Inside Linebacker: 1 (2 if you play a 3-4 defense) 
• Outside Linebacker: 2 
• Cornerback: 3 
• Safety: 2 

 
The remaining 16 active players may be distributed at any position. 
However, you must also have a minimum number of players for each 
position group. Those minimums are as follows: 
 

• Backfield Members (Running Backs, Fullbacks): 3 
• Offensive Linemen (Centers, Guards, Tackles): 7 
• Defensive Linemen (Defensive Ends and Defensive Tackles): 6 (5 

if you play a 3-4 defense) 
• Linebackers (Inside and Outside): 5 (6 if you play a 3-4 defense) 
• Secondary (Cornerbacks and Safeties): 6 

 



This gives you an effective minimum of 38 active players and a 
maximum of 46. Any less than 44, with the positions distributed as 
above, and the computer AI will definitely make changes to your lineup 
at the start of a simulated game. Players who are listed as "out" in the 
injury report may not be made active for a game, with the exception of 
your third quarterback. 
 

Viewing Rosters 
 
Use the selection box at the top of the screen to choose which team 
you'd like to view. The option to view free agents is also available from 
this selection box. 
 
Use the buttons above the roster list to choose which roster view to 
display. The following options are available: 
 
Use the Standard View button to view the roster with height, weight and 
college attended attributes. 
 
Use the Contract View button to view the roster with financial 
information for each player. 
 
Use the Personality View button to view the roster with basic personality 
scores for each player. 
 
Use the Scout Overview button to view the roster with your scout's 
assessment of the current and future potential of each player. 
 
Use the Injury Report button to view the roster with a list of injuries. 
 
Use the Attitude Advisory button to view the roster with a list of player 
assessments of their playing time as well as team chemistry 
relationships (if chemistry was enabled when starting the new career). 
 



Team chemistry, enabled at the start of a career, is fairly simple in 
nature. The team is broken into five leadership groups (backfield, 
receivers, offensive line, defensive front and secondary). Each group 
has a leader, which can be any player on the roster. Every other player 
in the group may have a conflict or affinity with that leader. Conflicts or 
affinities can affect the performance of every player in that group. 
Quarterbacks may have conflicts or affinities with all of the other leaders 
on the team. 
 
In addition, some players are given a Red Flag label. They may have a 
very negative effect on team chemistry. Or they may not. It�s up to you 
to study your team�s on-field performance and make that determination 
on your own. 
 
Some players are Mentors. This means they can help young players in 
their position group develop more quickly. Some young players, 
especially quarterbacks, may be extremely sensitive to mentoring. 
 

Roster Information Fields 
 
The top and bottom of the screen contains several fields useful for 
analyzing a team's roster and salary cap situation. 
 
The top of the screen shows the number of players under contract, the 
number of players on the roster but listed as inactive and the number of 
active players. 
 
You may only have 46 players active for any game. Your roster may 
include up to 60 players under contract during the pre-season and up to 
53 players during the regular season. Suspended players, unsigned 
players and players on injured reserve do not count toward these limits. 
 
The area below the roster list shows salary cap information. 
 
The Cap Used, Next Year field shows how much cap space for next 
season is needed to preserve existing contracts. 
 



The Lost Cap, Next Year field shows how much cap space for next 
season has already been used because of players who have been 
released. 
 
The Salary Cap field shows the current salary cap. 
 
The Lost Cap Room field shows how much cap space for this season 
was lost due to players who have been released. 
 
The Room Under Cap field shows how much salary cap room the team 
currently has available. 
 
The Max for New Player field shows how much salary cap room can be 
assigned to a new player. This may be higher than the Room Under Cap 
field because the salary cap is calculated for the most expensive 53 
players currently signed. If a team already has 53 players, a new signing 
may take the place of the 53rd most expensive player.   
 

Depth Chart Access 
 
You can access your team�s depth charts using the buttons in this 
section of the screen. There are seven screens making up the depth 
charts. 
 

• Offensive Backfield (quarterbacks, running backs and receivers). 
• Offensive Line and Special Teams (returners, gunners, holder, 

snapper, punter, kicker). 
• Basic Defense (starters and primary reserves at all 11 positions in 

your 43 or 34 setup). 
• Goal Line Defense (all 11 positions, an extra lineman replaces a 

safety). 
• Nickel Defense (all 11 positions, an extra cornerback replaces a 

linebacker). 
• Dime Defense (all 11 positions, two extra secondary players 

replace linebackers). 
• Playing Time (choose how much to rest each starter during a 

game). 



 
Extra Actions 

 
At the bottom of the screen, there are a few buttons that will help you 
find out more information about your roster. 
 
Use the Recommend button to view a screen you can use to have your 
scout recommend players for acquisition based on information you 
provide. 
 
Use the Position Distribution button to show a list of how many players 
you have under contract at each position, and the league minimum 
number of players you need to field a legal lineup. 
 
Use the Team Cap/Needs List button to show a list of teams, the 
positions they most need to fill and their current cap situation. 
 
 



Player Information 
 
To reach player information cards, just click on a player entry in most 
lists in Front Office Football. This is your primary source of information 
about each individual player in the league. 
 

 
 



Player Information 
 

The Player Information box contains a wealth of information about a 
player, including basics like height, weight and home town. You can also 
find information about a player's personality, including his leadership 
qualities, which is vital when calculating team chemistry. You can learn 
if a player has received enough playing time so far this year to 
overcome any seasonal rust issues, which can affect on-field 
performance. 
 
Click on highlighted entries in this box for more information. Clicking on 
the home town brings up a map showing that home town and its 
distance from every team in the league. Clicking on an agent's name 
brings up information about that agent. Clicking on a quarterback's 
formation knowledge brings up a list of the formations he understands. 
Clicking on a player's injury brings up a brief assessment of whether that 
player should be used in a game as well as his risk of reinjury. 
 
Acquired � How was the player acquired by your team. This could be 
through the draft, through trade, through free agency or through initial 
allocation. 
 
Designation - Each team may designate one player as a "franchise 
player." This is reserved for unrestricted free agents. If that player 
remains unsigned by the start of training camp, he is assigned a one-
year salary equal to 20% more than he received last season, or the 
average of the top five salaries in the league for players at his position, 
whichever is higher. 
 
Status - Inactive players don't count toward the team's active player limit 
of 46. Additional players may be on injured reserve, but once placed 
there, they can't be activated the rest of the season. Teams may carry 
53 players (active and inactive) during the regular season, 60 during the 
pre-season. 
 



Scouted Rating � This is your scout�s overall assessment of the player�s 
current ability and future potential, based on a range from 0-100. This 
score is a combination of the player�s ratings for each of the attributes 
relevant to his position. 
 
Health - The player's current health status. "Good" indicates ready for 
play. "Probable", "Possible" and "Doubtful" indicate some sort of injury, 
but there's a possibility of playing. "Out" indicates there's no chance of 
playing. 
 
Special Teams � Whether you�re recommending the player be used on 
special teams. 
 
Cap Salary - The amount of money the player costs under the salary 
cap for this season. This is a combination of the signing bonus and this 
season's paid salary. 
 
Popularity - The popularity of the player with the fans. Players who have 
a very high popularity value can affect a team's attendance. 
 
Loyalty - How willing a player is to factor remaining with his current team 
into a contract negotiation. 
 
Play for Winner - How willing a player is to factor a team's chance to 
reach the playoffs into a contract negotiation. 
 
For rookies, test scores are also available on this screen. Players take 
part in a series of tests prior to the draft. They are asked to run a 40-
yard dash. They are asked to repeatedly lift a weight (which varies by 
position) to test their strength. They are put through an agility drill, they 
are given an intelligence test, they are tested in the broad jump and 
some players are given a position-specific drill. 
 
Key statistics for rookies from their last college season are also 
included, but only when you import this information from a draft file 
created by Front Office Football: The College Years (sold separately). 
Draftees generated by Front Office Football 2007 do not include key 
statistics. 



 
Player Buttons 

 
• When in the View Player Information mode, the following buttons 

may be available at the top of the screen: 
 

• The Activate Player/Inactive Roster button is used to activate a 
player on the inactive roster or to place an active player on the 
inactive roster for a game. You must have 46 players active for 
each game. 

 
• Use the Injured Reserve button to place a player on injured 

reserve. Once a player is on injured reserve, he can not be 
activated until the following season. 

 
• Use the Designation button to bring up a screen for changing the 

player's designation. This can only be done after the season and 
prior to the beginning of the free agency period. Giving a player a 
franchise designation means he will earn the average of the top 
five salaries at his position for the upcoming season. The 
Franchise Salaries button at the bottom of the screen shows that 
salary for each position group. 

 
• Use the New Position button to bring up a screen for changing the 

player's primary position. This is a permanent change, so make 
sure this is something you really want to do before you use this 
option. 

 
• Use the New Number button to bring up a screen for changing the 

player's uniform number. 
 

• Use the New Name button to change a player's name. Unlike 
baseball, this can't be used to designate a "player to be named 
later" when trading. 



 
• Use the Release Player button to release a player from the roster. 

You will be prompted for confirmation with a screen showing the 
amount the player will cost under this season's and next season's 
salary cap if released. You may release injured players in the last 
year of their contract, but you will be expected to pay them a 
settlement fee. 

 
• Commissioners may use the Void Contract button to void any 

player's contract without penalty in a multi-player game. This 
button is not available in the single-player game. 

 
• Use the No Special Teams button to designate that a player should 

not be used to fill out special teams - punt returns and punt 
coverage, kick returns and kick coverage. This is not a guarantee 
that the player won't be used. For instance, if you have only four 
linebackers on your active roster, it will be very difficult to keep a 
linebacker off of special teams. But it will help a lot. Important: a 
player�s setting for special teams use is in the information field. The 
text of this button shows what that status will change to if clicked. 

 
• Use the Weights button to give a player either the opportunity to 

gain or lose weight through training. This button is only available in 
the stage immediately before training camp. Weight training may 
help a player convert to a new position more successfully, or 
optimize his performance in his current position. Players are limited 
as to how much weight training they can take. 

 
• Use the Interview button to interview players you may be interested 

in drafting during the amateur draft. This button is available only 
during the early free agency period. You have 60 interviews you 
can use during the early stages of free agency. Interviewing a 
player will give you a better idea of the player's skills. You will also 
learn about potential affinities and conflicts, details about the 
player's personality and whether your scout feels the player is 
better or worse than his overall rating. 
 



• Use the Summer button to send a player to La Ligue Etrangere 
Solecismique, which is Front Office Football's foreign summer 
league. You may send one second-year player to this league every 
season. He will gain experience, and he might become a better 
player entirely. This button is only available prior to the first free 
agency stage. 

 
Scouting Report 

 
The player information screen also shows your scout's view of the 
specific strengths and weaknesses of this player. The scouting report 
consists of a series of bars corresponding to each ability rating. Players 
are scouted for each ability relevant to their position. 
 
The red portion of the rating bar indicates your scout's assessment of 
the player's current ability. The green portion of the rating bar indicates 
your scout's assessment of the player's future potential. 
 
Rookies are shown differently. Since information varies more widely on 
these players, all you'll see is your scout's rough assessment of their 
overall skill potential in every area. The potential range for each attribute 
is shown in medium blue. The better your scout, the smaller the 
displayed range. Players you have interviewed are displayed with an 
orange potential range, which is smaller. 
 
The entire blue or orange range can be considered equivalent to the 
endpoint of the green bar for players with more than one year of 
experience. 
 
Quarterbacks are scouted for their ability to complete screen, short, 
medium, long and deep passes, as well as their ability to complete third-
down passes, their ability to hit a receiver in stride (accuracy) and their 
ability to take advantage of defensive miscues (timing). They are also 
rated for how often they choose to run when a pass is called, their ability 
to sense an opponent's pass rush, their ability to run the two-minute 
offense and their ability to read the opposing defense, which determines 
how effective they are avoiding double-coverage to throw to a 
secondary receiver. 



 
Running backs and fullbacks are scouted for their power running the ball 
inside, their speed in getting to the outside, their third-down running, 
their ability to find an open hole in the defense, their elusiveness (ability 
to occasionally break long runs at the expense of sometimes getting 
caught behind the line of scrimmage), their ability to pick up blitzing 
defenders, their pass-catching ability, their catch frequency, their ability 
to catch third-down passes and their endurance. Running backs are 
rated for breakaway speed and fullbacks are rated for both run and pass 
blocking. 
 
Receivers are scouted for their ability to catch what's thrown in their 
direction, their yards per reception, their catch frequency, their ability to 
catch third-down passes, their courage in catching passes thrown over 
the middle and their endurance. Tight Ends are rated for run and pass 
blocking and wide receivers are rated for their ability to return punts and 
kickoffs as well as their potential for breaking away from the defense for 
a big play. 
 
Offensive linemen are scouted for their run and pass blocking abilities, 
their strength and their endurance. 
 
Punters are scouted for their punt distance, the percentage of punts that 
are returned and their ability to put a punt inside the opponent's 20-yard 
line. 
 
Kickers are scouted for their kicking accuracy and distance as well as 
their ability to generate a touchback when kicking off. 
 
All defensive players are scouted for their endurance, their run defense, 
their ability to diagnose what the offense is doing and their ability to 
punish offensive players. 
 
Defensive linemen are also scouted for their pass rushing strength and 
technique. 
 



Linebackers are also scouted for their pass rushing strength and 
technique, as well as their ability to defend passes using a zone 
defense, a man-to-man defense and a bump-and-run defense. 
 
Cornerbacks and safeties are also scouted for their ability to defend 
passes using a zone defense, a man-to-man defense and a bump-and-
run defense, ability to intercept the ball and their ability to return punts 
and kickoffs. 
 
Offensive skill players are also rated for their ability to avoid fumbling, 
and quarterbacks are rated for their ability to avoid interceptions. But 
these are essentially hidden ratings in that your scout can not help you 
with them, and you'll need to analyze the statistics these players 
produce to make a guess as to how well your players avoid turning the 
ball over. 
 
Each scouting staff is rated for their ability to scout players at each 
position. The ratings are most accurate for players in positions where 
the scouts are considered "Excellent." The ratings may not be very 
accurate where scouts are considered "Poor." In those cases, you might 
have to rely more on a player's statistics than the scouting reports. 
 
The red portion of the scouting bar refers to your scout's assessment of 
the player's current expertise in the selected attribute. The green portion 
of the scouting bar refers to your scout's assessment of the player's 
future potential in that attribute. 
 
The area underneath the skill set bars indicates your player's 
experience level at various positions. The red bars above are set based 
on the player's current assigned position. 
 
The color background for each position shows the player's rough 
experience level at his position. A red background indicates a player is 
fully developed, orange is a step down, then orange-yellow, yellow, lime 
green, blue-green, light blue, medium blue, blue and finally purple, 
which indicates the player has little to no experience at the position.  
 



As you gain experience with Front Office Football, you'll learn more 
about how to use scouting reports. 
 

Player Honors 
 
Each player has a list of honors, which includes when they've been 
named to all-league teams as well as where they rank on teams' all-time 
lists in various categories. 
 

Transaction and Injury History 
 
Each player also has a transaction and injury history, which lists major 
transactions involving the players as well as every time he was placed 
on an injury list. An (x) in an entry on the injury screen means the player 
aggravated an existing injury significantly enough to increase his 
expected recovery time. 
 

View Statistics 
 
When you choose to view statistics rather than player information, the 
entire screen shows a player's year-by-year regular-season and playoff 
statistics. 
 
The buttons immediately above the statistics select the statistical 
category for display. Front Office Football tracks more than 120 
individual statistics for every player in the league, every season he�s 
been active. 
 
Click on any year entry in this list to view a game-by-game breakdown 
of the player�s performance. 
 

Salary Negotiation 
 
When enabled, use the Negotiate Salary button at the bottom left of the 
screen to bring up the Salary window. This will either show the player�s 
current contract or allow you to make a new contract offer. 
 
 



The Football Season 
 
This section details some of the major screens used to play Front Office 
Football in season. You use the commands on the Depth Chart and 
Game Plan menu to prepare your team for the game. You use the 
commands on the Simulation menu to scout your opponent and actually 
run the games. 
 

Depth Charts 
 
The Depth Chart screens allow you to control who starts and who backs 
up on your team. They can be found on the Team Roster window, or 
through the Depth Chart and Game Plan menu, which is accessed by 
clicking the clipboard icon with thin lines at the top right of the screen. 
 
There are seven depth chart screens: 
 

• Offensive Backfield (quarterbacks, running backs and receivers). 
• Offensive Line and Special Teams (returners, gunners, holder, 

snapper, punter, kicker). 
• Basic Defense (starters and primary reserves at all 11 positions in 

your 43 or 34 setup). 
• Goal Line Defense (all 11 positions, an extra lineman replaces a 

safety). 
• Nickel Defense (all 11 positions, an extra cornerback replaces a 

linebacker). 
• Dime Defense (all 11 positions, two extra secondary players 

replace linebackers). 
• Playing Time (choose how much to rest each starter during a 

game). 
 



 
 
Players must be healthy (they can be injured, but not listed as out) in 
order to be placed in the depth chart. Your third quarterback may be 
listed as out, which is the only exception to that rule. 
 
If you set the option for the coach to handle your depth charts on the 
Game Options Screen, your depth charts are set for you prior to each 
game regardless of what you do with this screen. This option is on after 
you install Front Office Football. 
 



Each position group on this screen sets the starter and backups at each 
position. The top player in the section is the starter. The next player 
down is the primary backup. Use the selection boxes in each section to 
select players. Remember that no starter may start at more than one 
position and no player may appear more than once in any section. 
 
Use the lock buttons to lock a player in place when selecting the Scout 
Recommendations button. 
 
The scouting report consists of the same scouting information you see 
in the Scouting Report area of the player information screen, as well as 
a brief statistical summary of the player's current season. 
 
The area underneath the skill set bars indicates your player's 
experience level at various positions. The red bars above are set based 
on the player's current assigned position. 
 
The color background for each position shows the player's rough 
experience level at his position. A red background indicates a player is 
fully developed, orange is a step down, then orange-yellow, yellow, lime 
green, blue-green, light blue, medium blue, blue and finally purple, 
which indicates the player has little to no experience at the position.  
 
Select the Recommend button to have your scouts recommend a depth 
chart for you. 
 
 



Game Plans 
 
When simulating games, you have the ability to call each play, or let 
Front Office Football follow your game plan. By default, through a 
setting on the Global Options screen, game plans are constructed 
based on your upcoming opponent. If you change that setting, you can 
tailor that game plan on your own. 
 
Front Office Football offers more than one thousand choices for putting 
together a game plan. Fortunately, you can use your staff to make 
recommendations, and many of these settings are only intended for fine 
tuning. 
 
This guide isn�t intended as a thorough analysis of all the game planning 
screens, which are found on the Depth Chart and Game Plan menu, 
which is accessed by clicking the clipboard icon with thin lines at the top 
right of the screen. You can learn more about each screen by clicking 
the F1 button while it is open. 
 
This guide will cover the five most important game planning screens. 
The rest are often best left at their default settings. 
 



Basic Offensive Play Selection Chart 
 

 
 

The Basic Offensive Game Plan Screen allows you to set part of the 
game plan your team uses when simulating games. The settings on this 
screen determine how often you run and pass the ball in the specified 
game situations. 
 
You choose how often to run, throw short passes (0-8 yards) and long 
passes (9+ yards) in each down and distance situation. A value of '60' in 
the run column for First Down, 8-10 yards to go means your team will 
run the ball 60% of the time in First-and-Ten situations. 
 
Run, short pass and long pass percentages must add to 100 for each 
down and distance set. The screen automatically ensures that these 
percentages add up as you are entering data. 
 



The percentages you choose are modified by the Offensive Game Plan 
Adjustments screen when those situations come into play. It�s 
recommended you leave those adjustments at their default values until 
you�re very familiar with game planning. 
 
The game will also abandon these choices right at the end of each half, 
depending on the situation.  
 
Select the Recommend button to have your coach set the values on the 
screen. These recommendations are based on your upcoming 
opponent. 
 

Miscellaneous Offensive Selections 
 

 
 
The Miscellaneous Offensive Selections Screen allows you to set part of 
the game plan your team uses when simulating games. The settings on 
this screen determine some of your play choices in game situations. 
 



Use the choose run direction settings to choose where your backs go on 
running plays. These selections must add to 100.0%. The game takes 
care of this for you when you exit the screen. 
 
Use the choose short pass distance settings to choose the distance of 
passes your quarterback will attempt when a short pass is indicated by 
the game plan (0-8 yards). These selections must add to 100.0%. The 
game takes care of this for you when you exit the screen. 
 
Use the choose long pass distance settings to choose the distance of 
passes your quarterback will attempt when a long pass is indicated by 
the game plan (9+ yards). These selections must add to 100.0%. The 
game takes care of this for you when you exit the screen. 
 
Use the field goal distance settings to control when you'll try to kick a 
field goal. Your kicker will not try a kick longer than what's indicated on 
these screens. These settings add 17 yards to the distance from the 
goal line (10 for the goalposts, 7 for the spot). So, if you set this value to 
49, then the kicker will not try a field goal if you are more than 32 yards 
from the opponent's goal line. 
 
Use the fullback rushing percentage and the receiver reverse 
percentage to set a limit for how often these players are the ball carriers 
on a rushing play. 
 
Use the block percentage settings to keep your skill players in to help 
block on pass plays. This helps your team avoid quarterback sacks from 
blitzing linebackers and defensive backs. The percentage refers to the 
percentage of plays when there's extra blocking when that player is not 
a primary receiver. 
 
Select the Recommend button to have your coach set the values on the 
screen. These recommendations are based on your upcoming 
opponent. 
 



Miscellaneous Game Plan Tendencies 
 

 
 

The Miscellaneous Game Plan Screen allows you to set part of the 
game plan your team uses when simulating games. 
 
The values you set on this screen apply for all game situations. You can 
learn about the most of this screen through the game�s help file. The 
most important piece is the Defensive Front setting. For basic game 
play, let the game handle everything else on this screen. 
 
The Choose Defensive Front section selects the basic defensive front 
your team will employ. Don't change this setting too often, as players 
need time to learn new positions, and a change here means that there 
are new roles for your defensive tackles and inside linebackers. When 
you change this selection, the positions you need to fill in the depth 
charts are changed to reflect the new defensive front. 
 



A 34 defense employs three defensive linemen and four linebackers. A 
43 defense, which is used by most teams in professional football, 
employs four defensive linemen and three linebackers. 
 

Basic Defensive Play Selection Chart 
 

 
 

The Basic Defensive Game Plan Screen allows you to set part of the 
game plan your team uses when simulating games. The settings on this 
screen determine how often you expect the other team to run and pass 
the ball in the specified game situations. 
 
You choose how often to expect the run aggressively, expect the run, 
expect the pass and expect the pass aggressively in each down and 
distance situation. A value of '30' in the run aggressive column for First 
Down, 8-10 yards to go means your team will aggressively expect the 
other team to run the ball 30% of the time in First-and-Ten situations. 



 
These four percentages must add to 100 for each down and distance 
set. The screen automatically ensures that these percentages add up as 
you are entering data. 
 
An "aggressive" expectation means that your linebackers and safeties 
are either moving forward to stop the run or moving into pass coverage 
as the ball is being snapped. There are both greater risks and rewards 
for guessing right or wrong. 
 
The percentages you choose are modified by the Defensive Game Plan 
Adjustments screen when those situations come into play. It�s 
recommended you leave those adjustments at their default values until 
you�re very familiar with game planning. 
 
The game will also abandon these choices right at the end of each half, 
depending on the situation.  
 
Select the Recommend button to have your coach set the values on the 
screen. These recommendations are based on your upcoming 
opponent. 
 



Defensive Personnel 
 

 
 

The Defensive Personnel Screen allows you to set part of the game 
plan your team uses when simulating games. The settings on this 
screen determine how often you use different personnel packages and 
blitz the opposing quarterback in the specified game situations. 
 
The selections you make on this screen apply to choices made and 
modified the other defensive game plan screens. This screen is divided 
into eight scenarios - four when the ball is in your red zone (your own 1 
to 20 yard line) and four when the ball is outside your red zone. The four 
scenario groups are when you are aggressively expecting the run, 
expecting the run, expecting the pass and aggressively expecting the 
pass. 
 
The personnel choices here determine the defensive player set on the 
field. They are a straight percentage of all plays when the scenario is 
indicated. The three choices (use of goal line, use of nickel and use of 
dime personnel) can not add to more than 100% for any scenario. The 
screen will enforce that rule and make adjustments if necessary. 



 
Goal Line personnel is used when you need to hold the offense to a 
short gain and are pretty much always aggressively expecting a run. 
One of your safeties, usually the free safety, is replaced by an extra 
defensive lineman. 
 
Nickel personnel is used in pass situations. One of your linebackers is 
replaced by an extra cornerback. 
 
Dime personnel is used in more aggressive pass situation when you 
need to cover several receivers. In addition to the nickel personnel, 
either a second linebacker is replaced by a sixth defensive back (34 
defense) or a defensive tackle is replaced by a sixth defensive back (43 
defense). 
 
In addition, you also choose how often your team blitzes on this screen. 
You can choose how often to blitz on first and second down, and on 
third and fourth down. These choices are a straight percentage of all 
plays for the indicated scenario. You also choose how often to blitz 
more than one defender, as a percentage of all plays for the indicated 
scenario when a blitz has been called. 
 
Select the Recommend button to have your coach set the values on the 
screen. These recommendations are based on your upcoming 
opponent. 
 
 



Simulating Games 
 
All game simulation takes place from the Simulate Games screen. It is 
accessed by opening the Simulation Window (either through a button at 
the top left of the screen during the season, or by clicking the football 
icon in the icon group at the top right of the screen). Then click on the 
Simulate Games entry in the Simulation Window. 
 

 
 

Once you've started simulating a week, you'll have to wait until all 
games are simulated before continuing. Front Office Football can 
simulate several games in a second. 
 
If you're simulating multiple games using the scoreboard, you can select 
the Alt and F4 buttons on the scoreboard, and control will return to the 
simulation screen once the current week has completed. 
 



Show Games on Scoreboard 
 
IMPORTANT: The play-calling system for Front Office Football operates 
off of the scoreboard, so you'll need to select something other than 
Never if you want to call each play during a game. 
 
If you select the Never option, games will simulate quickly, and you will 
not see the play-by-play unless you go back later and view the week 
using Solevision. 
 
If you select the Only Your Team option, any game involving your team 
will simulate on the play-by-play scoreboard, which will give you the 
option to take over the play-calling on your own. 
 
If you select the Always option, all games will simulate on the play-by-
play scoreboard. You will have the option to take over the play-calling 
on your own in games involving your team. 
 

Previews and Results 
 
Use of the scoreboard does not change how games are simulated. The 
scoreboard is simply invisible when you simulate without viewing the 
scoreboard. 
 
Before each game is played, you can view a preview of the game by 
clicking the preview icon in the game list. When box scores and/or game 
logs are available for a simulated game, you can view them by clicking 
the relevant icons in the game list. 
 
Right-click on any completed game to view a list of the top passing, 
rushing and receiving performers. 
 
 



Scoreboard Simulation 
 
The Scoreboard screen shows the status of a game in progress. In 
order to view a game in progress, you need to choose to view the 
scoreboard from the Simulation screen. 
 

 
 

The scoreboard shows the current game score and some statistics 
about the game. The window near the bottom of the screen shows the 
play-by-play information while the game progresses. 
 



The same game engine is used regardless of whether you choose to 
view the play-by-play. The scoreboard window is simply invisible when 
simulating and the View Scoreboard button is not checked. 
 
Use the Game Speed slider to change the speed of the play-by-play 
description of the game. Use the Pause/Resume button to stop and start 
the game while it's in progress. 
 
You can not exit the scoreboard once a game has started. If you are 
simulating multiple games using the scoreboard and wish to stop, select 
the Alt and F4 buttons and control will return to the Simulation screen 
once the current week of games completes. 
 
When your team is involved in the game, you will be allowed to check 
the Call Your Team's Plays box at the bottom of the screen. When that 
box is checked, periodically, you will see that Call Play button at the 
bottom left corner of the screen. Click that button to call the next play. 
 
You may check or uncheck that button as often as you like while the 
game is in progress. When checked, you will be able to call plays. When 
not checked, your coach will automatically call plays based on your 
game plan. 
 
When you're calling the plays and a penalty is called on the opponent, 
the Penalty Choice button will appear at the bottom of the screen. Click 
that button to decide whether to accept or decline the penalty. 
 
 



Play Calling � Offense 
 
Use the Offensive Play Calling Screen to call a play for your offense 
during a game. Play calling is only available from the scoreboard when 
the team you control is playing. 
 

 
 
When putting a play together, you need to select the formation and the 
strength of the formation. The strength is generally the side the tight end 
lines up on. But if two receivers are on one side and just one tight end 
lines up on the other side, the strength is with the receivers. The 
halfback and fullback do not affect the strength of a formation. 
 
The buttons in the top two rows of the screen allow you to select the 
formation. You are limited to calling formations that your quarterback 
understands. 
 



The following basic formations are available: 
 

• I Formation varieties - the running back lines up behind the 
fullback, who lines up behind the quarterback. This formation is 
geared toward the run. 

 
• Pro Formation varieties - the running back and fullback line up on 

opposite sides of the quarterback. This formation is geared slightly 
toward the pass. 

 
• Weak I Formation varieties - the same as the I Formation, except 

the fullback moves a little toward the weak side (opposite the tight 
end). This is a neutral formation. 

 
• Strong I Formation varieties - the same as the I Formation, except 

the fullback moves a little toward the strong side (with the tight 
end). This is a neutral formation. 

 
• Single-Back Formation varieties - the fullback is replaced by a 

receiver, and the running back lines up behind the quarterback. 
This formation is geared slightly toward the pass. This formation is 
the one most often used with the quarterback in shotgun position. 

 
• Goal Line - the wide receivers are replaced by tight ends, and the 

backs line up on either side of the quarterback. The linemen stand 
closer together. This formation is used exclusively for very short 
yardage situations and is heavily geared toward the run. 

 
• Punt - the quarterback is replaced by a punter. Use this formation 

to punt the ball. 
 

• FG/PAT Kick - the quarterback is replaced by a kicker. Use this 
formation to kick a field goal or extra point. 

 



After you've selected the formation and the strength, use the three 
buttons on the left side of the screen to select whether you'd like a list of 
run plays, a list of short pass plays or a list of medium-to-long pass 
plays. 
 
You are also able to change the quarterback using the selection box on 
the left side of the screen. Note that changing the quarterback usually 
changes the formations that are available. 
 
Use the three middle buttons to select whether your running backs 
and/or primary tight end will stay in to help pick up the blitz. Staying in 
helps lower the chance that your quarterback will be sacked, but it can 
also lower your completion percentage, especially if the primary receiver 
is well covered. 
 
The list on the right side of the screen shows the plays that are available 
based on your button selections. 
 
Select the view icon to bring up a screen describing that play. You can 
also substitute skill position players from that screen. 
 
Select the call icon to call the play. This immediately exits this screen. 
You will then see the result of that play on the scoreboard. 
 
Alternately, you can have your coach call the play for you by selecting 
the Have Coach Call Play button. The coach will make his selection 
based entirely on your offensive game plan. 
 
When available (when the clock is running, and you have time outs 
available), you can use the Call Time Out button to call a time out rather 
than select a play. 
 
You may also select the "No Huddle" box in the upper left area of the 
screen. If a play is called while this box is selected, your team will take 
less time before executing the next play. No-huddle has to be planned in 
advance. It's assumed your team will huddle if this play results in an 
incompletion or the ball carrier going out of bounds. 
 



Select the Depth Chart button to bring up the In-Game Depth Chart 
Screen, which allows you to change usage of running backs and 
receivers. 
 

Play Calling � Defense 
 
Use the Defensive Play Calling Screen to call a play for your defense 
during a game. Play calling is only available from the scoreboard when 
the team you control is playing. 
 

 
 

 



Use the buttons at the top of the screen to choose your defensive 
personnel for the play. This choice determines positional substitutions 
based on the defensive package. The defensive front is always 
determined by the selection you made on the Miscellaneous Game Plan 
Screen. That choice is indicated in the screen title. The following 
packages are possible: 
 

• Goal-Line Personnel - An eight-man front, reserved for situations 
where even a short gain while rushing is too much. Your free safety 
is replaced by a defensive lineman. 

 
• Normal Personnel - With a 43 Front, four down linemen are backed 

by three linebackers. This is pretty much the standard defense in 
professional football these days. With a 34 Front, three down 
linemen are on the line, with the nose tackle opposite the center. 
Four linebackers contain the run or move into pass coverage. The 
weak-side linebacker rushes the passer on most pass plays. A few 
teams use the 34 on a regular basis, but it requires depth and 
versatility in the linebacking positions. 

 
• Nickel Personnel - One linebacker is replaced by a cornerback. 

This is generally reserved for passing situations, though in recent 
years this has been used on first down against teams that have a 
significant deep threat. 

 
• Dime Personnel - Two linebackers are replaced by cornerbacks 

and safeties. This is usually only seen when the opponent is nearly 
certain to pass. 

 
• Prevent Personnel - Two linebackers are replaced by cornerbacks 

and safeties, with the emphasis on preventing deep completions. 
This is generally reserved for protecting leads, when even a short 
pass completion isn't necessarily a negative. 

 



Use the next set of buttons to choose your defense's expectation of 
what play the offense will run. The following defensive "attitudes" are 
possible: 
 

• Run - Aggressive - The defense is expecting the run, and the 
linebackers and secondary are going to be moving toward the line 
at the snap. 

 
• Run - Normal - The defense is expecting the run, but won't take 

any serious risks in preparation. 
 

• Pass - Normal - The defense is expecting the pass, but won't take 
any serious risks in preparation. 

 
• Pass - Aggressive - The defense is expecting the pass, and the 

linebackers and secondary are going to be moving into pass 
coverage at the snap. 

 
The next set of buttons determine how many linebackers and members 
of the secondary are blitzing on the play. Individual blitzers are 
determined by your choices on the Miscellaneous Game Plan Screen. 
 
The choices you make for personnel, expectation and blitzing determine 
which pass coverages are available. Use the list at the right of the 
screen to choose your pass coverage. 
 



The following pass coverages are available (when blitzing multiple 
players, some choices for double teams are not available): 
 

• 1-Deep, Loose Man - This is a basic man-to-man coverage with 
only the free safety in a deep zone. This is generally called when a 
run is expected, as it is very vulnerable to any kind of passing 
attack, particularly to short passes. 

 
• 1-Deep, Bump and Run - This is the traditional "46" defense, and 

like the 1-Deep, Loose Man, gets eight men in the box, possibly 
nine when playing the run aggressively. It is a man-to-man 
coverage with only the free safety in a deep zone. Pass defenders 
play much closer to the receivers, trying to keep them from 
breaking free. This is also vulnerable to a passing attack, 
particularly to deep passes. 

 
• 2-Deep, Loose Man - This is one of the most basic coverages. 

Both safeties drop into deep zones, and the other defenders play a 
man-to-man defense. It has no major strengths or weaknesses. 

 
• 2-Deep, Bump and Run - This is the "Cover-2" defense that so 

many teams use today. Both safeties drop into deep zones, and 
the other pass defenders play much closer to the receivers, often 
bumping them within the legal five-yard limit. This defense has no 
major weaknesses, and is a little stronger against a short passing 
attack. 

 
• Strong-Side Man Cover - This is a combination zone/man-to-man 

defense with the safeties in two deep zones. On the strong side of 
the field, defenders are in a man-to-man coverage scheme. On the 
weak side, the cornerback plays in a short zone along with 
linebackers, if necessary. This coverage gives you a little variety 
and is slightly worse against teams with a good receiving tight end. 



 
• Weak-Side Man Cover - This is a combination zone/man-to-man 

defense with the safeties in two deep zones. On the weak side of 
the field, defenders are in a man-to-man coverage scheme. On the 
strong side, the cornerback plays in a short zone along with 
linebackers, if necessary. This coverage gives you a little variety 
and is slightly better against teams with a good receiving tight end. 

 
• 3-Deep Zone - This coverage places both safeties and a 

cornerback (often the nickel) in deep zones. It gives you a more 
effective pass defense, but leaves you vulnerable to the run. 

 
• 4-Deep Zone - This coverage places both safeties and two extra 

defensive backs in deep zones. This is a prevent defense and 
should never be used when expecting a run. Even short passes 
are more likely completed against this defense, but it is very 
effective against deep passes. 

 
You may double-cover either the split end or the flanker in most cases. 
Double-coverage means that a second defender (usually the free safety 
or a nickel back) is assigned a responsibility to join the cornerback as 
soon as the play begins. This doesn't mean that double coverage is 
impossible without this selection, as the defensive backs manning the 
deep zones will join in when a receiver enters their zone. 
 
When you select the "call" icon on the pass coverage list, that calls the 
play. The screen will disappear and the scoreboard will show the result 
of the play. 
 
Alternately, you can have your coach call the play for you by selecting 
the Have Coach Call Play button. The coach will make his selection 
based entirely on your defensive game plan. 
 
When available (when the clock is running, and you have time outs 
available), you can use the Call Time Out button to call a time out rather 
than select a play. 
 



 

Solevision 
 
Use the Solevision Screen to reenact a week's worth of games from 
your Front Office Football universe. 
 
To begin Solevision, open the Simulation menu by clicking the football 
icon in the top right of the screen. Then select the Watch Solevision 
entry in the menu. 
 

 
 
Solevision is designed a little like a modern television statistics screen, 
displaying all the text information related to the selected week of football 
action.  
 



All games for the week are simulated at the same time. The upper right 
of the screen is your channel selector. Either select the score checkbox 
or the score button to change the channel. You will then view the 
selected game as it unfolds. Use the game log button to view the current 
play-by-play log for a game at that point in time. Use the box score 
button to view the current box score for a game at that point in time. 
 
The Hide Out of Town Information checkbox near the bottom left of the 
screen helps you avoid spoiling the results of other games if you want to 
run Solevision for a week more than once to view another game recap. 
This is especially useful during the playoffs. 
 
The list in the bottom right of the screen shows a rotating view of league 
leaders in various statistical categories as the games unfold. This is 
turned off when you are hiding out of town information. 
 
The broadcast speed selection box allows you to control the speed of 
the telecast. Play-by-play moves faster or slower depending on this 
setting. 
 
The box at the top left of the screen shows statistical data related to the 
current play. It also lists milestones and scoring plays from your game 
and others going on in the league. 
 
The list on the left of the screen below the statistical data shows team 
statistics from the game you're currently viewing. 
 
The boxes near the lower left of the screen show the current score of 
the game you're viewing and the play-by-play description of that game 
as it unfolds. 
 
 



The Off-Season 
 
During the off-season, you advance the game by moving through the 
stages outlined in the time line. 
 
You move into new stages by clicking the buttons at the top left of the 
screen. These buttons often bring up screens that run the major stages 
of the off-season, including staff hiring, free agency, the annual draft 
and training camp. 
 
 

Staff Hiring Stage 
 
After the season ends, you�re in the Staff Hiring stage of the year. To 
enter staff hiring, click on the Begin Staff Hiring button at the top left of 
the screen. 
 

 
 



The Staff Hiring Period Screen is used to view offers made to scouts 
and staff members during the staff hiring period prior to free agency. 
This screen is also used to advance the game through the staff hiring 
period. 
 
There are three weeks in the staff hiring period. During each week, 
coaches, coordinators and scouts receiving offers will consider signing 
what they perceive is the best offer. 
 
The list contains staff members who have received offers during this 
period. 
 
The High Offer field shows the highest dollar amount a team has offered 
this staff member. This is not necessarily the offer the coach or scout 
considers most interesting. 
 
Use the End Stage button to end a week of the staff hiring period. At this 
time, coaches and scouts will consider pending offers. You will not be 
able to complete the 3rd and final week without a scout, a coach and 
two coordinators under contract. If you select this button without staff in 
place, you will have the option of having the staff member you need 
hired for you. 
 
Use the Skip Remaining Stages button to skip right to the end of the 3rd 
week of staff hiring without making any more offers. You will be 
prompted to have the game automatically hire staff for you if you do not 
have a scout, a coach and two coordinators hired. 
 
The List Staff and List Scouts buttons are used to bring up lists of staff 
members and scouts that you can search for the staff member who best 
meets your needs. 
 
You are limited in how much you can offer a staff member based on how 
much profit your team made the previous season. This limit is reduced 
each week. 
 
Click on an entry in the list to highlight the staff member. You can then 
withdraw a current offer with the Withdraw Offer button. 



 
Double-click on an entry in the list to bring up an information screen for 
that staff member. 
 
Once the staff hiring period ends, you are ready for free agency. 
 
 

Free Agency 
 
There are two stages of free agency, one before the draft and one after 
the draft. The pre-draft stage has 12 weeks, and the post-draft stage 
has 5 weeks. 
 
To begin free agency, click on the Begin Free Agency button at the top 
left of the screen when it is available. 
 
To bring up the Free Agency screen, select the Continue Free Agency 
button at the top left of the screen when it is available. 
 



 
 

Use the Free Agent Offers Screen to view offers made to free agents 
during the free agency periods prior to and after the amateur draft. This 
screen is also used to advance the game through each free agency 
period. 
 
During the first week of early free agency, you may only conduct 
renegotiations with your own players already under contract or your own 
restricted free agents (four years of experience or less). 
 



The High Offer field in the offers list shows the highest dollar amount a 
team has offered this player during the free agency period. This is not 
necessarily the offer the player considers most interesting. An asterisk 
next to the offer indicates that the offer includes a voidable year, which 
knocks a year off of the length of the contract if the player reaches a 
certain performance incentive. 
 
Players highlighted in red are either players who were on your team who 
are receiving offers from other teams, or players to whom you have 
made an offer. 
 
The Status field in the offer list shows the status of the current set of 
offers. If this field is set to "Signed", the high offer shown is actually the 
offer that was accepted by the player. If it's set to "Pending", the player 
will consider new offers in the next stage. If it's set to "Withdrew", the 
player's only offer was recently withdrawn. If it's set to "Over Cap", all 
teams making offers had to withdraw them because the offers would 
have placed them over the cap. 
 
Double-click on a player entry to bring up a player information screen. 
This is one of the rare screens where a double-click is used rather than 
a single-click. The single-click highlights the entry so that offers may be 
withdrawn. 
 
Use the Recommend button to view your scout's recommendation for 
acquiring free agents and players from other rosters. 
 
Use the Rosters/Free Agents button to view team rosters and the entire 
free agent list. 
 
Use the Team Cap/Needs List button to view a summary of what your 
scout sees as each team's biggest weaknesses, as well as each team's 
cap situation. 
 
Use the Withdraw Offer button to withdraw an offer made to the 
highlighted player. 
 



Use the End Stage button to end a week of the free agency period. At 
this time, players will consider pending offers. 
 
Use the Skip Remaining Stages button to skip right to the end of the 
current stage of free agency without making any more offers to free 
agents. 
 
 

Amateur Draft 
 
The annual Amateur Draft is the most critical time of the year for 
assembling a top-notch roster. The players you draft are controlled in 
cost, and, if you scout well, you should be able to find values in every 
round. 
 
To bring up the Amateur Draft, click on the Begin Amateur Draft button 
at the top left of the screen when it becomes available after the early 
free agency period. 
 



 
 

The amateur draft lasts seven rounds, with each team allowed one pick 
in each round. The order for the draft is determined by reversing the 
order of last season's standings, with the Front Office Bowl teams 
placed at the end of each round. Ties between teams in different 
conferences are broken by reversing the strength of schedule. Teams 
that make the playoffs are placed below teams with the same record 
that do not make the playoffs. 
 
Teams with the same record rotate their positions through later rounds. 
For instance, if Buffalo, San Diego and Tennessee all finish 7-9, the 
team with the lowest position in the standings would draft first in the first 
round, but third in the second round, second in the third round and first 
again in the fourth round. 
 



Teams may trade their upcoming draft picks, even during the draft itself. 
 
Before the draft begins, scouts from each team converge to rate all the 
players eligible for the draft. Each player is graded, though your scout 
should take a good look at the player from his own perspective before 
you make a final determination on the player. 
 
Players are graded both by their estimated current ability, and by the 
scouts' estimate of their future potential. The latter measure should be 
significantly less accurate. 
 
Two grades are given to each player. These are assessed by a 
representative of the league scouting pool. The Grade is a raw score 
from 1.0 to 9.9, used to estimate the player's ability to compete in the 
league. It is based both on an impression of the player's raw skills and 
the annual skills competition. The Adjusted Grade is the Grade, 
adjusted by the player's position to give some idea of when the player 
should be taken in the draft. 
 
Players take part in a series of tests prior to the draft. They are asked to 
run a 40-yard dash. They are asked to repeatedly lift a weight (which 
varies by position) to test their strength. They are put through an agility 
drill, they are given an intelligence test, they are tested in the broad 
jump, and many positions have a position-specific drill. Some players 
choose not to participate in the skills tests. 
 
Scores in these tests should give you insight into their raw abilities. But 
be forewarned that great test scores don't always make for great 
players. Draft busts are always a risk, and hidden gems are everywhere. 
Players are also rated for how fully developed they appear. This is a 
very important rating, as more developed players are much safer picks. 
 
During the draft, you will be able to highlight and select players off of the 
main draft list. Make the selection by using the Select Player button. 
You can alternately have your scout make all the selections by using the 
Have Scout Finish Draft button. 
 



This is one of the rare screens in the game where double-clicking on a 
player entry in the draft list, rather than single-clicking, is required to 
bring up the player information screen. Single-clicking highlights an 
entry so that the player may be selected in the draft. 
 
Players you have interviewed appear in blue on this list. In addition, you 
can create a list of players you would like to track by right-clicking on 
their entry in this list. These players then appear in red. In the single-
player game, this list is kept during the entire off-season. In the multi-
player game, you can only track players during a session of play. 
 
The draft pool is created as soon as the free agency period begins. 
During free agency, you'll only be able to view the draft pool. No 
selections can be made. 
 
The draft pool can come from one of two sources. Either the pool is 
randomly generated as free agency begins, or you can import a draft file 
created by Front Office Football: The College Years (sold separately) if 
you own that product. 
 
When importing a draft file, it's important to choose a file containing 
players who left college the same year the draft takes place. Otherwise, 
you might find players retiring far too early. 
 
In the multi-player game, the commissioner may run the draft in two 
different ways. By allowing the scouts to make picks, the draft will run 
using the draft templates submitted by participants in the league. 
 
Alternately, during a live draft or through some other selection process 
outside of the game, the commissioner can use the Pause and Resume 
draft buttons and enter picks for each team using the Select Player 
button. 
 
 



Training Camp 
 
After the late stage of free agency, it�s time for training camp. You enter 
training camp by clicking the Begin Training Camp button in the top left 
of the screen when it is available. This brings up the Training Camp 
screen. 
 

 
 

Use the Training Camp Screen to set your team's schedule during 
training camp. 
 
Training camp is the time of year when players learn their team's plays. 
Your role is to set the team's daily schedule for training camp. You can 
alter the times the team performs specific activities. The actual time of 
day chosen does not matter, but how much time the team spends on 
one category matters quite a bit. 
 



The amount of time players spend at each task during training camp will 
have an affect on how they perform during the season. 
 
Teams require a certain amount of time for learning running plays, 
passing plays, special teams plays and defensive plays. The values you 
set here affect team ratings while simulating. 
 
Meal duration can not be changed. The players need to eat, and with all 
that energy devoted to practice, they eat a lot. 
 
Time spent in the film room allows quarterbacks to learn new 
formations. Skimp in this area, and your young quarterbacks won't be 
able to call a wide variety of plays during games. 
 
Time spent in the training room will lower a team's injury rate, and may 
lead to a more motivated team during games. 
 
Time spent attending team functions improves team cohesion, reduces 
the effect of team chemistry problems and may lead to increased loyalty 
among players. 
 
Use the Restore Defaults button to set each field to the basic time 
periods that give equal attention to each category. Defense always 
requires more attention than studying film, for example, so the default 
value for practicing defense is higher. 
 
 



Multi-Player Games 
 
Front Office Football can be played in a league of up to 32 general 
managers, or participants. 
 
One person is designated the commissioner of the league. The 
participants send stage files to the commissioner, who imports them into 
the game and runs all the stages and game simulations. 
 
The commissioner then saves his game, and exports a set of files which 
the participants then download and prepare for the next stage of the 
game. 
 
Before the league starts, the commissioner chooses an eight-character 
alpha-numeric league identifier. This identifier will be the prefix for all 
files used in the league. 
 

Enter Multi-Player League 
 
Each participant then creates a league entry file for his team using the 
game. 
 

 
 

Select a team to control. Please make sure you're the only person in the 
league selecting that team, or there may be quite a bit of confusion 
when playing the game. 
 



Select whether you're starting the league with a preference draft, or 
players assigned to teams as indicated in the player file. It's important 
that this selection match the selection of your commissioner, or your 
preferences won't be recorded. 
 
If you Begin with Preference Draft, all players will be available in a draft 
pool at the beginning of your career. You will then fill out a preference 
sheet, and 53 rounds of players will be automatically selected using 
those preferences. The league will then begin with exhibition games. 
 
If you Begin without Draft, your career will start with players on the 
rosters for year one. The career will begin with exhibition games. 
 
This command creates a file which will be placed in the export directory 
under your installation of Front Office Football. Send this file to your 
league commissioner. 
 
You should also use this command when joining a league after it has 
begun. You don't need to send the export file to the commissioner in this 
case, but the command does create a file in your league directory that 
you need in order to open the league and access it as your selected 
team. When joining a league late, you will also need to get the league 
files from the commissioner and place them in your leagues directory. 
 
 



New Multi-Player League 
 

To begin a multi-player game, open the Multi-Player Controls menu by 
clicking on the person icon at the top right of the screen. Then click on 
the new game icon, which is the left-most icon in the group. 
 

 
 

Place the entry files you receive from participants in the import directory 
under your Front Office Football installation. 
 
You can use the Check Entries button to show which teams are 
controlled by participants. This is based solely on the import files you�ve 
received. You can make teams human-controlled later on at any time. 
 

New Game Options 
 
The new multi-player career options control how the game allocates 
players at the beginning of a new game. 
 



If you Begin with a Complete Draft, you will run a draft of all the players 
in the league. You will then be able to make all the selections for teams 
controlled by participants. Participants will still fill out preferences, which 
will be used if you want to switch to having the team scouts make all 
selections during this draft. Player salaries are based on the round in 
which the player was selected. It�s not recommended you use this 
option unless you�re willing to spend a long, long time with the initial 
draft or limit the live portion of this draft to a few rounds. 
 
If you Begin with Preference Draft, all players will be available in a draft 
pool at the beginning of your career. Participants fill out a preference 
sheet, and 53 rounds of players will be automatically selected using 
those preferences. The league will then begin with exhibition games. 
Player salaries are based on the round in which the player was 
selected. 
 
If you Begin without a Draft, the players are assigned to each team 
based on that information in the player file. Player salaries are also 
included in the player file. 
 

Begin Game Using Alternate Player File 
 
Most people use the player file that�s shipped with the game. However, 
you can use a player file created with the utility that comes with the 
game. That utility gives you the ability to create a player file with your 
own specific ratings for each skill. The Front Office Football community 
also produces a variety of player files. 
 
If you set this option to Yes, you will be prompted to search for your 
alternate player file. 
 

Begin Game Using Random New Player File 
 
If you set this option to Yes, the game will generate a unique player file 
with random names and player skills. This option is only available when 
you beginning a new league with a draft. 
 



Use Full X-Factor When Loading Player File 
 
The X-Factor is a randomization of player attributes at the start of a new 
career. This prevents the player file from playing the same every time 
out. Ratings for young or inexperienced players may vary as much as 50 
percent with the full X-Factor enabled. Ratings for very experienced 
players vary about 10 percent. 
 
Front Office Football generates a new universe every time you start a 
new game. Take a good young starter in real life. Most of the time, He 
will be a decent player. A good percentage of the time, he'll be 
outstanding. And some of the time, he'll be fairly mediocre. The 
established players will perform pretty much as they did in the past, but 
there will still be some variety. 
 

Include Personality Profiles and Team Chemistry 
 
You can choose to use personality profiles and team chemistry in a new 
career. With this option turned off, team chemistry will not be shown on 
the team rosters and will not affect game play. 
 
Team chemistry sets up a system where there�s a leader at each 
position group. That leader is then subject to affinities or conflicts with 
the rest of the players on your team in that group. Affinities may help 
everyone in that group perform better. Conflicts may have the opposite 
effect. 
 
In addition, some players are given a Red Flag label. They may have a 
very negative effect on team chemistry. Or they may not. It�s up to you 
to study your team�s on-field performance and make that determination 
on your own. 
 



Begin with Level Economic Playing Field 
 

You can choose to start a new league with a level economic playing 
field. This option sets the economic conditions for all cities in the game 
to a default level at the game's beginning. In addition, it wipes out all 
pre-existing new stadium construction and gives each team an identical 
stadium. 
 

OK 
 
Once you�ve made your selections, press the OK button to begin your 
new career. 
 
If you�re starting with a Preference Draft, the draft will take place using 
the preferences in the league entry files sent by participants. Teams 
without these entry files will have random preferences set. 
 
If you�re starting with a Full Draft, the Allocation Draft screen will appear 
and you�ll be able to select players in turn for participants. At any time, 
you can have the scouts take over, and the draft will continue using 
preferences in the league entry files. 
 
Once any drafts are complete, your multi-player league will begin with 
the pre-season games in the current season specified in the player file. 
 
 



Passwords 
 
The first thing the commissioner should do with the new league is check 
the password screen. Click on the Check Passwords entry in the Multi-
Player Controls menu to access this screen. 
 

 
 

This screen is used by the league commissioner to view the 
commissioner's password and the individual team passwords for a 
league. 
 



IMPORTANT: The commissioner's password is particularly important, 
as it can not be retrieved if lost. 
 
When starting a new league, the commissioner should use this screen 
to retrieve all the team passwords for active teams. 
 
The Copy to Clipboard button copies all the passwords and team names 
to your Windows clipboard. You can then paste that information into any 
document. This will save time when sending team passwords to 
participants. 
 
 

Team Control Panel 
 
At any time, the commissioner can access the team control panel by 
clicking on the Team Control Panel entry in the Multi-Player Control 
menu. 
 

 
 



The Multi-Player Control Panel screen has two functions. It allows the 
commissioner of a league to view which teams are controlled by human 
participants and change their participation status. And it shows the 
import status for teams during the current stage of the game. 
 
Use the buttons next to each team to control the status of a team. If a 
button is set, the team can be controlled by a participant. This way, the 
computer manager can take over for teams in the midst of a career or a 
participant can join a league after it has begun. 
 
Participants joining a league still need to create a league entry file for 
the league they are joining. Have them select the Enter New Career 
function, then use the eight-character league ID and select their team. 
When joining an existing league, they do not need to export that stage 
file, nor does the commissioner need to import it. 
 
The Control Panel also shows the status of import files after the 
commissioner has selected the Import Stage Files function. This shows 
which teams submitted import files, and whether they were successfully 
imported into the current stage of the game. 
 
 



The Commissioner�s Role 
 
After starting the league, the commissoner should save it using the save 
icon at the top right of the screen, then export the league files using the 
Export Game Files command on the Multi-Player Control menu. That 
will place those files in his export directory. He can then send those files 
to the team owners. 
 
IMPORTANT! The commissioner should write down the commissioner's 
password to the league. While this information is stored on his computer 
in a separate file when you create the new league, should he lose that 
file or want to run the league on a different computer, he needs that 
password to access the league. If that file is lost and he doesn't have 
the password, the league can not be continued. Nothing, not even 
Solecismic Software's extensive customer support crew, can rescue 
your league. 
 
As a commissioner, before each stage, you should open the game, then 
import all stage files from team owners. Then you can proceed to 
simulate games or run through stages of free agency or the draft just 
like with the single-player game. 
 
After each stage (or each week during the season itself), save the 
game, then export the files and send the contents of the export directory 
under your installation to league participants. 
 
NOTE: You must save the game before exporting game files. Saving 
updates those files with current information. 
 
During certain times of the season, you can "speed up" the simulation 
by running two or more stages at one time. That way, you can run your 
league with a five-stage free agency period if you like. The benefit is a 
faster-moving league. The negative is less opportunity for participants to 
mold their teams to their liking. 
 



During play, you will always see the league from the point of view of 
your team of reference. Scouting reports and lists will be viewed as if 
you are controlling that team. You can change your team of reference at 
any time by changing the selected team in the Color Options window. 
 
During the exhibition and regular season, many commissioners will run 
two stages for each game week. During the first of those two stages, he 
accepts stage files, imports them, but then just saves the game, exports 
the game files and sends them to team owners. Owners then can make 
moves and fill their depth charts based on any processed transactions 
from the first stage. In the second stage, the commissioner accepts the 
stage files, imports them, then runs the week of games as usual. This 
process gives team owners the most control over their teams, especially 
in cases when they need to sign players to replace injured players. 
 
NOTE: You can catch participants up by sending them league files from 
your leagues directory, but do not send them the following files under 
any condition: LEAGUEID.fpn, LEAGUEID.fmm and LEAGUEID.fmk. 
 
 

The Participant�s Role 
 
Participants receive game files from the commissioner. Place those files 
in your league directory (not your import directory). You will be replacing 
old files in most cases. 
 
To access the league, open the Multi-Player Control menu from the icon 
near the top of the screen. Then select the Open Game icon. You will be 
prompted to enter the password you received from the commissioner. 
You should now have an up-to-date view of the league. 
 
Once you�ve entered your password correctly, it will be saved on your 
computer, and you won�t need to enter it when you access the league. 
 



Depending on the current stage of the year, you will be able to make 
contract offers, set your game plan and depth chart and even fill out a 
profile for the amateur draft. You will not be able to simulate games or 
advance to the next stage of the season. 
 
You will receive an email within the game at the beginning of each 
stage, containing a brief outline of the moves you can make during that 
stage. 
 
After making your moves, select the Export Stage File command. This 
will place a stage file in your export directory. Send this file to your 
commissioner. You do not need to save the game as a participant. All 
saves are performed by the commissioner. 
 
Game plans and depth charts are automatically exported each week 
during the season, so you don't need to access those screens each 
week if you're happy with your current choices. 
 
However, make sure you have the Save Game Plan and Depth Chart 
Progress on Export option on the multi-player Global Options screen set 
to Yes if you don�t intend to set these each week. You can use the Save 
and Load Offensive and Defensive Game Plan functions on the Depth 
Chart and Game Plan menu to set up and maintain a set of useful game 
plans. 
 
You have more freedom to make offers that violate the salary cap in the 
multi-player game. However, moves will still be denied that violate the 
cap. Remember to order your moves carefully, often releasing players 
before trying to sign others, so that you're less likely to violate the cap 
with a specific move. 
 
 



Miscellaneous Screens 
 
Front Office Football contains more than a hundred screens, many 
packed with information. This section illustrates just a handful of the 
more interesting screens available in the game. 
 
 

The Green Page 
 
To access The Green Page, select the View The Green Page entry in 
the Roster Commands menu, which is opened using the roster icon. 
 

 
 



The Green Page Screen shows a list of the top prospects in the league, 
as selected by league analysts. Before the amateur draft, the list shows 
all second-year players and third-year quarterbacks. After the draft, it's 
limited to new draftees and second-year quarterbacks. 
 
 

Gridiron Greta 
 
To access Greta�s House of Football, select the View Greta�s House of 
Football entry in the Roster Commands menu. 
 

 
 



Use the Gridiron Greta Screen to view a top ten list presented by 
Gridiron Greta, the muse of Front Office Football. 
 
Each week during the preseason and regular season, Greta provides a 
different list of players in various skill categories. These lists are only 
viewable during the current week - she does not recall old lists on 
demand. 
 
Use the mute button if you don't like sound in games (quickly if you're in 
an office setting). You can also speed up the presentation with the 
selection box at the bottom right of the screen. 
 
 



The Grey Sheet 
 
To access The Grey Sheet, select the View The Grey Sheet entry in the 
Roster Commands menu. 
 

 
 

Use the Grey Sheet Screen to view the status of the top 75 free agents 
for your current season. 
 
This list is based on the scouting grade assigned to each player during 
free agency. The screen also shows the player's former team, the team 
signing the player and the terms of the new contract (or franchise player 
status). 
 
 



The Almanac 
 
Access the league�s Almanac by clicking on the record icon in the icon 
group at the top right of the screen. 
 
The Almanac contains about 30 screens related to record-keeping in 
your league. 
 
League records are kept in about 40 categories, with the top 100 
performances tracked, both league-wide and for each individual team. 
 
An endless amount of statistics are tracked, even for players who retired 
long ago. 
 

 
 



Among those 30 screens, Front Office Football also tracks player 
awards for each season, hundreds of team statistics and the annual 
competition to determine the league�s fastest player. 
 
 

Team Summaries 
 
Access the Team Summary screen by clicking the View Team Summary 
entry on the Simulation menu. 
 

 
 

The Team Summary screen shows a detailed history and overview of 
the current season. 
 
Use the selection box at the top of the screen to change the team 
depicted. 



 
The windows at the right of the screen show the team statistics in 
several categories as well as the top individual performances. 
 
Click on an entry in one of these lists to show the Player Information 
screen for that player. 
 
The passing screen shows passing attempts, completions, passing 
yardage, yards per attempt, touchdowns, interceptions and passing 
rating. It also shows team and opponent totals. 
 
The rushing screen shows number of rushing attempts, rushing 
yardage, yards per carry, touchdowns scored and fumbles. It also 
shows team and opponent totals. 
 
The passing screen shows number of times targeted, receptions, 
receiving yards, yards per catch, yards per targeted pass, drops and 
receiving touchdowns. 
 
The defense screen shows tackles, assists, sacks, hurries, 
interceptions, passes defended and pass defense percentage. 
 
The window at the upper left of the screen gives an overview of the 
team's record, both for the current year and for your entire career. 
 
The window near the center of the screen shows your team's ranking 
and performance in several offensive and defensive categories. 
 
The window at the middle left of the screen shows the team's schedule 
and results. Click on an entry in the schedule to view the schedule for 
the selected team. 
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